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Warning: Please read the enclosed consumer information 
and precautions booklet carefully before using your 
Nintendo” hardware system or game pak. 


LICENSED BY 


NINTENDO, SUPER NINTENDO 
ENTERTAINMENT SYSTEM AND 
THE OFFICIAL SEALS ARE 
REGISTERED TRADEMARKS OF 
NINTENUO OF AMERICA INC. 


©1992 NINTENDO OF AMERICA INC. 


THIS, GFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO HAS 
APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LOOK FOR THIS 
SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COM- 
PLETE. COMPATIBILITY WITH YOUR 
SUPER NINTENDO ENTERTAINMENT 
SYSTEM. ALL NINTENDO PHOBUCTS 
ARE LICENSED BY SAGE FOR USE 
ONLY WITH OTHER. AUTHORIZED 


' PRODUCTS BEARING THE OFFICIAL 


NINTENDO SEAL OF QUALITY. 
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From left to right: Greq Thomas’ John Manley, holt Schappen, Scott Patterson, =e 


Richard Robbins and Mike Posehn 


VISUAL CONCEPTS 

Founded in 1988, Visual Concepts:has always sought to build exceptionally cre= 

ative video games through innovative designs and technical excellenceThe staff 
cansists of fifteen individuals who share a love of great.games, John Schappert 

Who programmed Desert Strike for the Super-NES™> saw the taskal recreating | 
the excilément and playability of the original version as,a terrific challenga, Having - 
completed the-time-consuming work, John plans ib take a vacation in Miami and ‘+! 
then focus on baseball. | 


MIKE POSEHN 

Desert Strike: Return ta the Gulfis Mike Posehn's first video. game. Being keenly 
interested in the most advanced military technology, when Bleetronie Arts-asked 
him to build this product Mike jumped atthe chance, In addition to ‘being the con, 
summate comppter programmer, Mike Posetin'is'a. Aevoted family man and an 
avid fisherman. He livesin guile, GAN with his wife and fa, glare: 
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“PAUL VERNON, > ~ 


Paul Vernon was thie ‘soldier’ srésponsiby e-for al the pixel art seen in Desert Strike. A’ 
Before Paul's tour of dityin Operation Desert ‘Strike he was Seen wiping out in 

Road Hash, slammnifig hoops ‘ih ‘Lakers V5. Celtics ‘and putting around the ‘PGA’ Tour. >} 
From desert bl sia to sand traps— look ter him son on a Beach near you. 
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JOHN MANLEY | ar i 
John Manley has béen the Electronic Arts expert on all of Mike Paosehn’s Pain — 


 Wiorking oo, the, desigh for Desert Strike‘affarded John the opportunity ta apply, his 


Tove Bhiilp s to creating the game’s Holly eae ‘Style rescue scenarios. 
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CONTROL SUMMARY 


FLYING Control Pad up 

With Momentum fwd 
Prom Cockpit fwd 
From Above north 


down 
TeV 
TeV 


south 


right 
Tight 
right left 


Bast west 


Press and hold either finger trigger w/Control Pad left/right/up/down to 


jink. (see p.35) 


FIRING —-standard settings. You can modify controls (p.9-1 1). 


A. Radar guided missiles 


B Hydra missiles (Hold button for continuous fire.) 


Y Chain guns (Hold button for continuous fire.) Although the chain 
gun may appear to be hitting an object»make sure you look for the 
gray explosion and listen for the loud ‘impact noise to make certain 
you are on target. Misses appear as yellow explosions.and make 


only a small “qunfire* noise. 


a 


och “This game makes great use of controllers with rapid fire or “turbo’ options. 
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DESERT. STHIKE: RETURN TO THE GULF... ian tty 
WARM UP YOUR CHOPPER: STARTING THE GAME... 

QUICKSTART TO DESERT STHIBE... Fea OR Fann any Soe eSieer ae O 
} Chaase Your Compan ee ee: EE hee Re et eS 
a) Choose-Your Copilct.... TMM DN hee 2 mete 8 EN, 
" Choose Control Options eR, S 
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DESERT STRIKE: 
RETURN TO THE GULF 


Without warning a madman has emerged inthe Middle East and threat- 
ens to start Armageddon.The international community knows very little 
about this menace, the self-styled-“General” Mubaba, but we have enough 
evidence of his military capabilities to take his threats very seriously. The 
President has chosen you to fly.a series-of dangerous preemptive cam- 
paigns in the desert to vanquish this maniac. 


If you want to begin right away, follow the simple start-up procedures 
listed below and go straightto p. 6 for Quickstart instructions. If you'd like 
an in-depth walk-through of the first Campaign, go to p. 17. By following 
the walk-through carefully, you'll learn the minimum skills necessary to 
win all the campaigns. After you complete.the.first campaign, pay close 
attention to the briefings and debriefings before’and after each.successive 
campaign. This manual also provides some useful information about the 
latter campaigns, as well as a chapter on hints and strategystips. Good 
luck. War is heck. 
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“WARM U UP YOUR CHOPPER: 
STARTING THE GAME — 


~, * 


1. Turn OFF the power switch on your Syper NES™. 


Never insertor remave a Game Pak when the uses is ON. 
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‘ ‘ 2.  Insett-the Garne Pak into the slot'an the Super NES™ Press the 
~ Game Pak dawn firmly to lock it in place. 


Turn ON the power switch sSren 


The cinematic introduction begins automatically alter the, tile =) )y = ti ] 
screen. The intro moves ala set rate, but you can press Y, B, or AD | 
to page through more rapidly. At-the end of the intro theMain 

Menu will appear automatically. ~ NS ’ 


Youtan press START anytime during the intto t go ath to the Main 

Menu. eek yt), 

5. If you want to see’a brief oS | of the first campaign, press), 
X. If you don’t press any buttons, the demo will begin automatically. 
After the first demo, the intro is steplayer followed! by a ‘deme ‘ot the 


roe | FT : 
second campaign, and so’ on.” < 75 AL? 
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6. Press| START at any kha tig a eeturh to the Main i, 
7 mb. M too el) 
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Use the Control Pad to locate targets, supplies, and enemy weapons on 
the map. 


Although the chain gun may appear to be hitting an object, make sure 
you look for the gray.explosion and listen for the loud impact noise to 
be certain you are-on-target»Misses appear as yellow explosions and 
make only a small “gunfire’ noise. 


« Hover over crates, drums, and people to pick them up. 
» Complete the missions in order. 
Drop off passengers in-landing zones to restore armor. 
Head all the text on the screen. 


Supplies are-sametimes concealed inside targets. 


MAIN MENU 


MAIN MENU 
¥: CAMPAIGN. #1 
AIR SUPERIORITY 
B: COPILOT | 
NAVIER "THOMAS 
A: OP TIONS 


PRESS START TO BEGIN 


CHOOSE YOUR CAMPAIGN 


If this is your first time playing, or if you don't have a password, then you 
must start with CAMPAIGN: #1. 


ae) 


. 
es 


te * 





i o 


= ‘ , ’ 4 
AL Spre "4 


~ 
% Erom the Main Menu, press X if you ‘d like t to see the demo, and { Press 
START while in the demo-to ga°back to the Main Mem. . 


de Press-START when youre ready ta begin a campaign. 
RESTORING A PREVIOUS GAME 


PRESS START TO EXIT 


% From the Main Menu, press’¥ to ga to the Campaign Menu, 
Enter your Password in the following manner. 
x Press-Control Pad up/down to select the correct letter. 
% Press Control Pad‘lett/right to move the cursor. 
x Press START to feturin to the Main Menu. 
Dag See Password on p. 34. 
Sana) CHOOSE YOUR COPILOT 
+ AAO Ee - 
Fi BEB"? 


‘ JAKE * 


PRESS START TO EXIT 
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Your copilot is responsible for aiming the guns and operating the winch: 
The.more capable your copilot, the easier your job as pilot will be and 
the more likely you are to’save the world. Each copilot has a dossier. 


. Press B to.go to the COPILOT SELECTION screen. 


velo The Special’Forces badge on the Streen shows a picture of the copilot, 
his/her name and nickname, and his/her serial number. Below each 

eee = badge is a brief background and evaluation of the copilot. The evalua- 

may tions discuss the copilot’s skillwith the chaingun and the winch, 

Siem Notice that “Jake” is'listed as MIA, which stands for Missing in Action. 
bh MY You can't select a pilot-who is listed as MIA. Jake is out there some- 
WS % where, and if'you find him’and return him safely to the, frigate for some 
; much needed first aid, you'll be able to fly the subsequent campaigns 
| with the best copilot of the bunch. 


Press Contrel-Pad left/right to review copilots: 
When the copilot you want is showing on the screen, 
» Press START to return to the Main Menu. 
CHOOSE CONTROL OPTIONS 


OPTIONS MENU 
Y¥: dalled La 


GUNS HY¥ AS ee ae 
B: CONTROL | | 
WITH MOMENTUM 
A? SOUND 
STEREO 


PRESS START TO EXIT 


With the game options screen you can select from various control features. 


ans 


Press A to go to the Uptions screen. 
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» Press: y to sel your desired button configuration 
CONTROL Tr) Ye Se 
. >: Press B to select your,desired control option... 


Beginning players might wish to control-the Apache From the Cockpit, or . 
eee Fram Above as there's less room for error. But these settings are not as 
i «: fealistic as With Momentum. When you've mastered one or both of the 
ne ony : Ns: control options, move on to With NG Bee for a fuller experience. 
_ 
ty vie 


Sk\* t~ 
—_— 
With Momenfie = "Tina is ‘tha, StS setting, whith means that. Baht 
the computer nal selects it when» you. turn on your rau ike mila 5° 
: NES ™. | | J } 
NEN aay, otf ~“ s \ . 
, The Apache carries momentum, and-you ie to ome far if } 
while flying. i “ 


Youu Apache flies low a a fixed altitude : reduce y ikethood of detection. 
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~ ‘YePress Control Pad up to fly forward.) ~ 
| 


» Press Control’Pad down to fly in reverse. 


Press Control Pad left to turn left. 
Press Contral Pad right to turn right. whey 1 Gad 


| My conten meee eee 
Ba From Cockpit - The controls operate, exacily as. Patt above,” 


except you don’ (hate eek aah ri 

/ (tt rut Wis best Thdall 
yA! m3 feeiy Note:Just as Scan ‘and adm: ya view. 

; your Apge! Ber aaa, VE mpaueAr ‘'! 
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Maptah 
x Press Control Pad down to fly south. 
a Press Control Pad right to fly east. 
& Press Control Pad left-to fly west. 


» When you're satisfied-with your chaice of options, press START to 
return to the Main Menu. 


3» Press START again to begin the game. 


Note: Once you change either.the button configuration.or the control 
option, the settings remain changed until you change them back or turn 
off your Super NES™ Resetting the game does not effect Contral Uptions. 


/PAUSE/THE MAP SCREEN 


You will need to fefer to the battle map continually throughott-each cam- 
paign to locate yourself in relation to your targets and objectives. The 
action pauses when you call up the map screen. From the Map 
Screen you can access. military data specific to your current campaign, 
and call up a record of your status for that campaign. 


THE BATTLE MAP 
© y Gap Cun 2 cavpnns: | 3 


radar silds 


inigate 


Besides your weapons, the battle map is your most important tool 
aS.a pilot. 





Press STAHT when sya io pause ‘he tt 2 reveal tie maps 
Screen. 


Your Apache is depicted with a white twirling X. Select objects-from the | 
cen below the battle map. The aes & selected blinks on the battle 


ine SELECTION DISPLAY 


* Press Control Pad left/right to select mission targets and other objects ° 
oh the battlé map. ‘ \ 


‘S Jn the first-three campaigns, your missians' are numbered in the selection 


display beneath the.battle map. The missions should be completed in 
order, thougli there-is. hothing to stop you. iron attempting fo ga ¢ out of 
order. 


In the fourth campaign, only the first mission is 6 displayed initially. When © 
you complete the first mission, the second I is revealed, and so on. 


Other important objects on the terrain are listed afferthe weeN\ Ba 
4 


% 


«Press B for a description of each object... — ae 


Note: In theJatter three campaigns fuel and bmmg and a few 
other special items, are.concealed in buildings, dunes, rocks, etc,, 
but do not appear onthe map until you destiay the structures sur- 
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MISSION DATA LOG 


mission 
gata 


You,can obtain detailed information about the targets and 
objectives of a campaign from the Mission Vata Lag. 


% Press B from the Map Screen or Campaign Status to call up the 
Mission Data Log: 


x Press Control Pad left/right to toggle through the items. 


Notice that every item\om the map has a corresponding file in the data 
log. There you will find a picture of the item, its name, and pertinent 
information. 


ARMOR POINTS 
Armor points are listed for some of the targets. The number represents 
the amount of damage that-target can’ take before it is destroyed. 


POWER PUINTS 

Power points aré listed for the enemy's weapons. If you-get hit by a 
Rapier SAM, which packs a 100 point wallop, yourarmor.will-lose 100 
points. 
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a» Press A fran your Man Screen oF your Mission Data Log to call, up 
your Campaign Status. . 

The status readout gives you an‘up-to jbesinoyent tenort on your 

progress in the campaign.-Each mission ‘is listed ‘in order. | 

whose statuses are displayed in green letters are campleted; 

whose statuses are displayed in red are not completed. \ 
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CRITICAL INFORMATION — 


You are allotted three lives per campaign. If you lose your ‘third life , 
before you accomplish:the final mission of a\campaign, you must return 
to the beginning of that campaign and complete it betars youcan, mye 
BaP Uae Ree sh al 23 TU S31) Lidecul C05 7 
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Although the ths guh, may appear to be hitihigan object, make sure 
= ypulook for the gray explasion and listen for the louthimpac} noise, to be. Diy mini) 
‘certain you ate p qi »Misses appear as yellow “Bxplosions and 1 ma e 
only a small Bunt ie LYE). \ pay ttt 
Fy ; 
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At times durin a 2 eampaiga) vou val ‘Genii of incoming | u 


If you wail more than 10 $econds'ta access the 
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® Press START to access the intelligence reports. 


Each'time you drop,off a passenger at a landing site your mechanics 
have-time to work on your armor. In Campaign #1, each passenger is 
worth. 150-armor points. In all subsequent campaigns, each is worth 100 
points. 


When your fuel level reaches»14 units a warning message appears on 
the screen. Each time you"burn two more units, the message appears 
again. When your Armor is reduced to 125 points, ya receive a similar 
warning Message. 


Note: Warnings do not appear when you are flying over. water: 


If yow.crash from lack of fuel, your armor is automatically restored to a 
full. 600. points. 


If you blow up from loss of armor, your fuel supply remains the same as 
it was before you crashed, unless you had fewer than 25 units of-fuel, in 
which case your fuel tank is restored to 25 units. 

if you bump into an object (except for the frigate) your armor loses,ten 
damage points and you lose control of the Apache momentarily. Also, 


you cause ten damage points to. the object you bumped into. 


When you crash and are restored, your “load* of passengers, and your 
supply of ammunition remain the same. 


The following critical information appears on the map screen. 
Lives—Number of lives remaining 


Load—Number of passengers aboard (6 max.) 
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# TretHive ON 

{ Dee 

Armor-Protecion pigainst Jaack ee 60) 

Fuel-Fuel perpen (2- Ae be 
\ 

(Guns-Round’s remaining in the chain gun (1178 max.) » 


Me =~; = 


Hydras— Hydras remaining (38 et 


~ Missiles_Missiles femaining (8 max.) 
i‘; ‘Score-The higher: your’store, the ae yek's ve atoungplishd Bonus 
points are sometinies available if you complete all tasks on a given mis- 
} sion, For. example; ifyou need only rescue 14 of 16 MIAs to Har a 
mission, bonus points are awarded ‘for. penanney the other two.' om 
oY ~. 


You can lose points for destroying cision or friendly targets. | 


‘SNAFU is an American-military acronym which stands for Situation, , 
Normal—All Fouled Up‘; The incompetence which once charabterized the 
American armed forces apparently became sb widespread-atigne point 
that military personnel had no other 1% but, to make-fuh Shthemialveer A ene 
A SNAFU in Desert Sitikesh rp Jaughupe ase “Wier a SNAFU Beta 
rehen the Frigate’ ) message obra ane: screen, it meanS:that you, have ». BAT mati! 
“done something to-mn ing, the current camipaigh impossible, So yo you | 
must return tothe fri Jate andibegip 1 ‘thetscampaign again. At end of each...) ab 
campaign section int wor hyauill pb ss} of the relevant’ snafus. . Phe 
. ' \ i . 5 . 
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CAMPAIGN #1: AIR SUPERIORITY 
The follawing campaign descriptions divulge certain facts about 
the game and serve to make it easier fo play. In no way are they 


necessary for your successful completion of the game. For the 
maamum challenge, refrain from reading on. 


This' campaign takes place in the morning. Once you begin a campaign 
you cannot land on the frigate until you complete all phases of the cam- 
Paign or cause a snafu. Furthermore, the frigate will disappear from the 
map until you are allowed to land on it, unless you fly close enough to 
have your weapons disarmed. 


The first order of business in any modeérn military conflict is to.establish 
air superiority, Accordingly, in your first mission you must demolish.the 
enemy's airfields. But before you,can do that safely, you need to take put 
his radar and power stations. 


After the airfields come the command-centers, where the enemy com- 
manders cower. To accomplish the final'mission of the first campaign, 
you have to blow up the command centers and abduct an enemy com- 
mander, for:only then will you learn where the allied spy is being held 
captive. The spy holds the madman’‘s secret nuclear plans. 


A WALK-THROUGH (Tactics) 


For the purposes of this walk-through, the,top.of the screen is north. 
A Press anywhere on the Control Pad to lift off the frigate: 


\ As soon as you lift off, press START to check out the map. ‘As you see, 
land lies to the east and the enemy's radar-sites: are blinking. To 
destroy both radar sites is your first objective. It will help to know how 
well defended the radar sites are. 





=f TARY ) a Se *® | Shale s Shnehh 
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i Press Contre! Pad, fv to see Avnet kind’ of weapons te ene SE 
has deployed near the radar sites, When you come to. AAA (Anti- 
, Aircraft Artillery). you see,that each radar site is defended closely by.) 


two AAA batteries. 


* 
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A Press*B for more information abit AAAs. You see that fhe hieeae \ . 
AAAs are not heavily armored and pack only a 20 point wallop. Their 
~eeaccuracy is poor; but they fire rapidly.\They rotate at medium speed 
~~ andsdo not benefit from radar. In all, AAAs do not appear to be.very - 
askin Se defenses. You should aN to handle! them.easily. 


i Press START | to? pears to the campaign) 
A Fly to the southernmost radar site “You might thave to call Xp the ‘is “ 
again to get your bearings. — ~ THY : 


* | tare 


A On your way there you'will thely. run across ‘soldiers’ pe gna arte 
the ground, or be fired upon by a lone enemy. Soldiers dres ; 

_ khaki are MIAs in need of rescue. Hestuing MIAs is part of your: Nai » 
@nd.also can be a great benefit to you. You may not land at ‘a landing, - 
site if you do not have a least one passenter. l passenger you . |; 
drop off restores 150 points to your armor, to a madmum of 
600 points. | 


fh 


Alf you like, destroy the enemy jaggresson ind hover aver the ‘MIA, who jay 
is probably flailing his arms. The Tope ladder will descend as yau.. 137 
approach the MIA., ou are’ corractly } positioned’over the MIA, 
he will grab the adder youn pallet will pull ‘him aboard, | 
Cal ne ig + ATi a ce a) nahi 
“A At the beginning of f Patnaik are teas MIAs. As:time sv 
advances; the MIAs ; gradually are hunted pit and terminated: "Thatin®’ | 
ighMind it expedient toieliminate, all,the enemy ground. S$ “2etsaia ie 
me oo ead from addin to your, point total, you will ; 
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i When you reach the radar’site you find one AAA inside the fence and 
one just outside. The AAAs begin to shaofat you as soon as-you are 
in’range: Attempt to destray the AAAs with eithef your chain gun (¥) 
ora couple of hydras (B). 


i You might find it-possible to-dodge the AAAs and destroy the\radar 
sites without having to expend any heavy ammunition. See if you can 
find a position where’your chain guns reach the radar dish but-where 
you are out of reach of both. AAAs. Conserving ‘ammunition is not'so 
important in Campaign-#1, where ammo is‘not,scarce; but in later 
campaigns you will want to be conscious.of the different ways to’con- 
serve ammunition! 


i, As soon as you're.safe from AAA fire, attack the radar dish. Since the 
radar dish cannot-fire back there is no need to use your heavier fire= 
power to destroy it Blast away*with your chain gun (¥) as fast as-you 
can. Your fuel is always diminishing. 


\ After you-destroy the radar dish; press*START to check the map. When 
you left this screen last you were looking at the mission “data.log on 
AAAs, so press (Y) to call up the map screen. 


i Notice that the radar site you just destroyed no longer appears»on the 
map. Before you move to the next radar site, you might want to see 
what objects lie between-itand,your present position. 
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q Press Contio! Patt eth to toggle areca nap characters. Yo 
see'that there are, two AAAs protecting the site, two MIAs near 
an,ammo crate in, the vicinity. This one looks like a cake walk: 


a: Fy north toward hh radar site»Take out enemy targéts along the way |» ) 


ds you see fit. REMEMBER: Virtually everything on the screen ¥ 
is destructible, but you are required to destroy only the seven 


~ targets on the map. 


m Destroy the radar site | as before. 


-Atthis tet you stil should have more than half a tank of fuel. This Abb 
should be enough to-comp lete the sedond mission. NOTE: It is, heh | 
unwise to attempt to complete the objectives out of order, For — 
example, if you try to complete mission. 2 without first. destroying thes ° ot 19 z] +. 
radar sites, the enemy's defense willbe better prepared and you will: z 
waste ammo and/or lose lives unnecessarily. x» 
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Check the map for the next objective: the ower Stations Togale 

throiigh, the enemy weapons listed in the bélection display to“find/ ny 
safest routeand the best probable direction of approach. Notice thats! 
AAAs are placed strategically, and that Rapier SAMs a all the 
remaining targets.» ay 
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% Try flying north, and east, avoiding, the gly asfended airfield. When: r 
you come acrass a guard post or a.graup of tants you may or may not 
want to attack. Enerny buildings au tents soqetines contain 

STTA\! " % es hi iL yo 
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Notice how the! vor is thipe Himenstaral, Youkcan fly behitid buildings alt. 

and rocks, and-burap ite mg When you.bump into something, yours ©) ? ayy 

Apache becomé disabled! fo ramement leavi ng you, vulterable. Alsa, 

bumping into something apsts ee a few armor points and inflicts a little 

damage. = } 
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% Take outthe Rapierrand the AAAs guarding the power plant. 

If youvstill have plenty of fuel, you might take the time to.destroy the 
power plant with your chain gun and save your Hydras.and missiles 
formore urgent situations. This is.a good policy generally, 


« Notice the toalbox'in the crater where the power plant was. Go. to the 
map and.check your armor points. If you have fewer than, say, $00 
armor points'left, then you might want to pick up the toolbox: The 
toolhox restores your armor to full strength. Pick up the toolbox 
in the. same way thatyou picked up. the MIA. Hover over it and your — 
copilot will lower a hook and pull the toolbox up with the winch. 


» At this point, you could probably use some fuel and some ammo. 
There is a crate if one ofthe barracks to the south and some fuel 
drums nearby, unless one or. both were accidentally destroyed in ‘the 
battle. Also, there are two MIAs’in the area. 


Find the fuel*barrels and ammo crate if necessary, and hover over 
themrto pick them up. 


* Now fly to the nearest airfield The airfield is heavily.defended, and 
you could bite the dust easily. Try to sneak up on the AAAs,and 
Rapiers and destroy them before they can turn.around-and fire. 
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bi Never hesitate ta retreat. I you tall Scieral Mhs and find yours > 


dangerously low, retreat to the nearest landing site and drop off youn, 


.MIA*This action restores your armor) pand you can return to-your pre- | 


sent objective with a new ledse on life. You might want ta check the \. 
map for MIAs and pick up the néarest one. If possible, always 


have an MIA on board. 
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«Finish destroying the airfield. You have to elittinate all fapliattan 
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all thé*buildings before the airfield is co dered destroyed. Whi ins ». 
doubt, check the map:If the airfield icon still appears on the HE, then" | 
at least one object critical to the airfield remains intact. \ mth Ay 
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x Destroy the other birfield. | . B/E BO NEV TY 
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Before moving ‘on to the command | eens make sure you’ are’ wrell= 


fueled, armed, and ‘acrhorad, It's.a terrible eeling.to lose your third life 
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% You need only destroy one command center and capture one com- 
mander to get the location of the spy, but you receive bonus points for 
deStructive ‘actions above and beyond the call of duty. Make sure you 
aréwell fueled, armed and armored, especially if you're down to your 
last life. 


3 At the’site where the spy is located yourwill find three buildings. Une 
of the buildings conceals an underground trap door. Pick a building 
and destroy it. If the underground. door does not appear, destroy 
another building. 


% When you'find the trap door, fly above itand the Apache will automat- 
ically Jand.-Your:capilotywill run in to rescue the:spy. 


» In-the Meantime, a few. VDA guns will appear on’the'scene. You may 
need to fly-around-the area to locate all the VDA‘s: Destroy all the 
guns and, your*copilot and the spy will emerge from the trap door. 
Pick up the spy and your copilot and return to the frigate. 


>»: After you land, you and your copilot celebrate on the deck of the 
frigate and your commander gives you a summary ol your score. 


COMMAND CENTERS DESTROYED 
28806 
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passwort 
& Read your debriefing and get your assignment for Campaign#2. If 
ydu want to stop now and return to the game later, write down the 
password. Note: you must complete a campaign to obtain a 
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1. Destroying Landay zones ar all hes fi 

2. Destroying, the enemy commanders. ~ 

4. Destroying the secret agent. 


This: campaign takes-place-at oe neon. yee 


Now that you've established air ee in tage #1, it’s ; time 

take out the madman’s Scud launchers. AS in Campaign #1, first yous will 

want to take out the enemy's radar sites: ‘Then there. dre Sev political” 
prisoners to think about. Complete the following six. objectives i 
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1, DESTROY RADAR SITES: Ving Cod, A Oe 
You already know how to deal with radar sites, Brexcent now thére ar BB» bw 
three to take-out»and two-are well defended. | | ba licat 


2. ORCHESTRATE AVAIL BREAK 
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you blast-a ho hole in*the jail so ‘the flamg prisoners 5 won't be destrayed\ 
“3 re.you can pick them up. . 
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This target is well guarded, but you should beable to demolish it without 
taking much damage if you. know how to dodge the enemy's weapons. 


4-- “DESTROY THE GHEMICAL WEAPONS COMPLEX 
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Make sure you have plenty of armor and ammunition before attempting 
this mission: 
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ghiee 65... TAKE DUE-TAESCUD LAUN vie 
After you destroy the chemical weapons. ale the Crud Commariders bah : 
start getting nervous and decide to Maké.a rufMor it rather than risk cs | 

ing the ignominy of being caught like rats in their own holes. Now is your. \ a t 
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First you will need to check tie map to find out. where all t the Scud com- 

mand headquarters are located. You already’ might have Roticed mistal. mt 
buildings marked by a red and white flag. Thesévare the command/head: “8 d 
quarters. Proceed from: headquarters to he dquarters, blasting each one" 

to kingdom come and capturing the exposed Scud commander, who by ... 

now is crazed with fear. ) 


f 
b 


=> 
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As you capture each Scud commander, aseud lauricher éitt p appears ave 
yr 5 the map as a reduot. Fly to the Scud launchers and see if you can ‘destroy 

them before they can laphchytheir missiles: Thereare Six launchers in all, 
, a he yy ; 70 > SndLyou ust Ze destroy atleast five often to if aes suits MEA ts 


er. 20°02 


ae 


~~ fe a 





Hee 
An Voiplss 


» 


Tin, 


+ N i is > \tariah 
ON aed i ay ie a 


— | - 


6, RESCUE PRISONERS OF WAR 
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This mission is what the second campaign is ‘all about. 

With endugh ammunition and fuel, and the:savvy it takes.to stay alive, 
you'll.be.able to complete this rescue and return safely-to the frigate for 
new-orders. 


There are 16 POWs in all, and you need only rescue 14 of them. Don't 
let more than two men be destroyed, or all your work up until now ‘will 
have been in vain: 


Take a safe route*back“to the frigate. 


SNAFUS 

1. Destroying more than one, Scud Commander. 

2. Allowing more than 5 political prisoners to be destroyed. 
3. Allowing more than’e POWs to be destroyed. 
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This ‘campaign takes place in the NES? 
1: . RESCUE U.N. INSPECTORS 
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The-United Nations inspectors are tinder attack in a-parkinglot neanthe 
hotel. Fly in and eliminate the enemy tank and greund troops. Make sure’ 
not to hit the inspectors-or you'll have to start over. Patiiel 


9 DESTROY BIOLOGICAL WEAPONS COMPLEX ° 
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“Phere |is Alarge biological Sate ae to the northwest. The lead > 
Ghenihis hiding in in\a biological weapons Se surrounded a seven \ 
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other similar looking facilities. Destroy the buildings to find and capture 
the chemists. When you find the right one he'll give you the locations of 
the Underground. missile silos. 


3... DESTROY UNDERGROUND MISSILE SILOS 


In this mission Yeu have to hunt forthe underground silos, which.are 
covered by’sand dunes, Use your chain gun to locate the silo’s armored 
covering, (you lbhear the sound of impact when you hit the correct sand 
dune) then see if ‘you can blowup the silo before the missile inside is 
launched. 


Sometimes the explosion from the silo will detonate\a*fuel drum, ammo 
crate, or other object in the area, s0 you might want to pick up needed 
supplies before youdestroy the silo. 
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4, RESCUE THE PILOTS LOST AT SEA 
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= This mission is fairly easy” Destroy "the enemy. speedboats without harm- 
ing the defenseless pilots and then pick up the Puls: aa of the a ix 


a valuable piece of information, » 
% 


5. DESTROY THE POWER. STATION: ' é. \ 
You learn from one of the rescued pilots’ that the power station ee _ 
an alert zone around the madman’s yacht You'll Have to de: troy the. 
power’station before attempting the difficult | hescue at the yal ts, 


6. RESCUE PRISGNEHS ON MADMAN'S YACHT 
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After you elimin’ e et intial opposition, baw 7Miboie in the yacht, The 


SS __ prisoners will leap into the water one by one. The prisoners are weak 
™feom.captivity and_cannot stay afloatfor. long, so you'd.better have a \ 


good-winchman “4 know how to hover, one Be careful not to ° 
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bump into the yacht, as the time it takes to recover might cost.a prisoner 
his life. If you let more than four prisoners drown, you'll have to start over. 


7. CAPTURE THE ENEMY AMBASSADOR 


Here’ you will face the heaviest fire power you have encountered thus far. 
Make sure you have a full load of ammo and know where you.can get 
more. One trate probably won't be enough. But all the ammo-in the 
world won’t help you if.you don’t first take out the radar station providing 
an alert zone around the area. You could lose three lives here in a few 
seconds if you're fot careful and skillful. 


8. . EMBASSY HESCUE 


Your last mission in this campaign is to rescue the 12 embassy officials 
held captive in the embassy building. Your copilot jumps out to drive the 
bus, so you'll have to-work the guns yourself from here on in. In order to 





* 


vo TALE Ape y. Kos. \ ‘ ' bait Hn sult 


| NE Saye | 
_ drop off your.copilot, ‘you must first asia the enemy LN 5 ok 


so 7h. . ™ J = i 
= - brits 2 ~, 


BSS f 


| the helicopters are destrayed, a landing zone will appear. Land on the 4 


. and the rescue sequence will ensue. After ‘you destroy all the enemy's. . 
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defenses, blast open the gate infront of the bus. Your copilot"knows 
where the Navy Seals Camp is located and will take the bus there. The 


| busts very vulnerable and cannot take much of a beating. Yourjob is to \~ 
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escort the bus and see that no harm comes to the dignified officials. If the 
bus is destroyed, youl HVE to start this campaign over, and your copilot 
will be listed as MIA. 


SNAFUS 
Ts. Allowing more.than ” 2UN. fhetlocto nS to\be destroyed. 

c. Uestroying.the lead biochemist. 

3. Allowing more than-one stranded pilot 10 be destroyed. 
4. Allowing more than four prisonersytddrown. 

5. Destroying the enemy Ambassador. - 

6. Allowing the bus to be destroyed)... 
7. Destroying the C-130 transport plane: 


This Campaign takes place at night. 
1. PROTECT THE OIL FIELDS 
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SThere-até twa chi in this missionsto Jini the \ BRS to the 


| ust Sight in the h h niddle of the oil fields oe to destroy all the sama 


Mea 
~ | 


a 
= 
il ie A Mi Be gg, i, Meal 
| 





™ 


Maminh 4 


u 


tanks around the oil fields. If you allow the enemy to destroy too many ail 
containers you will be called back to the frigate and have to begin again. 


It's-important to pick up all the commandos at once. Their landing site is 
available for only one unloading, so if you don’t drop off enough com- 
mandos on your‘firstlanding,-yowwon't-be able to complete this first 
mission: 


2. STOP THE OIL SPILLS 


A good gunner comes in. handy here. Before you attempt to close off a 
pipe, you'll want to takeout the enemy forces stationed near the oil dock. 
Once you're safe, go ahead and firejat the end of the pipe. You have'to 
hit just the right spot in order, to stop the spill; that's where an accurate 
gumner is called for. 


Now you're on your own: Make sure you read all the information pre- 
sented to you on the screens. Completing the game is hard, but far from 
impossible. 

SNAFUS 

There are a number of snafus in this, the last campaigns By now you 
should have a sense of what kinds of things you cannotdo in order to com- 
plete a campaign. But if you foul up, the program surely will,let you know: 
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} At the end ofeach successful campaign’ you receive a seven: character — 
password and your current score. Make sure to write it down if you wish ~ 
to'return to the game at the beginning of-the next campaign with your 

score intact, rounded dgwn to the nearest thousand points. 


The password does not save your copilot selection or any non-standard 
control settings you may: chave chosen. \ | 


. You have about { five. Tninutes to write =o passward before it disap- 
| pears. a Leal 


} aM ; 


See p. 8 for instructions on veatbint a previous game, 
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Ths fellewing Gime tivtige ccrtain faxks ‘abit thi yams und” ibe 
serve to make it easier to play. In no way are they necessary for. 
successful completion of the game. For the maximum challenge, 
refrain from spading on. ah Weak 
ot VEEL to be 
yn KEEP MOVING ics) 5 
memes x You cantwin theger ‘qamie iL) don't Jearn how Bete the | =. 
Bisa (io, “enemy's Wea] mctaters to! head-up this. ‘mission ~*~ (ie I 
because of * -odhisumnmale asa pilot, He would be mighty’ dis- . By 
appointed if he ’sawiyou going the-to'tae with 'a SAM launcher ina” 


government- whed AnAthe whey you could ‘easily dadae and, fires» * * PAW. 
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are hidden in buildings, under sand dunes, etc. The only way to find 
these hidden supplies is to blow up the structures that conceal them. 


You might find it'a useful strategy (especially in the latter, more diffi- 
cult. campaigns) to explore the field for hidden supplies, taking note of 
where they are,-before attempting t0-Wwin a campaign. 


Whenever possible, use your chain gun to destroy non-hostile targets, 
such as bunkers, sand.dunes,and small buildings. You'll find in the 
latter. campaigns that your missiles and Hydra.are‘precious commodi- 
ties not to be squandered. So when. you clear an area of enemy 
weapons, use your chain gun to destroy the targets if you have 
enough fuel, firing rapidly with the (¥) butten to conserve fuel. 


Don’t waste fuel and ammo by picking them up when you're already 
full ‘or nearly full. Its-best to let them sit where they are and return 
when you need.them. 


% You will notice that your Apache does not consume fuel when you're 
flying’over water. Accordingly, fly over water whenever possible to 
conserve fuel. 


JINKING 
Certain targets are difficult ta hit,even.with Jake aseyour copilot, The 
Oil Spill and BombrShelter ‘missions are two examples of difficult tar- 
gets, where you have to strike a small spot on a large object inorder 
to do damage. Jinking (see Control Summary, on p. 3 for instructions) 
will help you increase your precision by allowing your Apache to 
move left, right, forward or backward without rotating. 


NEUTRAL TARGETS 


Some targets, such as buildings and dunesjare neutral;which means 
that your gunner will not fire on them automatically. If you want tovhit 
a neutral target, you must point the Apache directly at it and fire. 
Jinking often comes in handy here. 
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| PICKING UP PASSENGERS 
When there is a crowd of-waiting passengers, your copilot ‘will nick out, 
the closest one and drop the ladder for him. You must pick up that pas- | 
senger or back away from him before the ladder will drop for another \. 
passenger. Also, the ladder (and'the winch) will appear. even when it's . 
behind’a building or other object as to better help you guide it 


You can capture unarmed enemy foot'soldiers, but if you leave the 
area*after'spatting them, they may not be there cil you return. 


nay Saba) DROPPING OFF. PASSENGERS 
When you lanthat a landing zone, all passengers (except commandos, 
Hy see p. 33, andebANN-crew members, see p. 38) ) will disembark, Try 
to drop off your passengers-at appropriate times so as not to,waste"the /\- 
armor value they bring. You need nat pick uppall available passengers = 
to win a campaign, but you’should, remember the’ locations of the peo- 
ple you did not pick up so that you can use them for arm mms ei 


» The commandos and the EANN crew must he dropped off at 
appropriate landing zones, or else’they will take up valifable pala 
space for the rest of the campaign. ‘,™  Aviou 


ARMOR CRATES 4y | a 


There are armor toalboxes hidden in all four campaigns Nias up an 
armor crate restores your armor to a full 600 POI 


vee) QUICK LADDER ®t . ; 
| | > All four campaigns) affer quick uddestha yh’ have. to 
— find. it. [ie quick lati rage ‘you to pick up objéeis ‘pra tically on , 
i ihe rag ah Perma your 8 a Wholé'lot easiérs The tk ladder” 
lasts for’ anehtire: tampaign; ever f-you ae but it does. not carry wart 
over into preetianneget ~a ih. yy 
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mo ALERT ZONES 
—— = Gertain targets are protected by alert zones, which dramatically increase 
MAL the ‘power of the major weapons (every thing but the ground troops 
hand held weapons) and the armor protecting the weapon. In other 
words, the weapons:hit much harder and are much harder to destroy. 


Some’ alert zones are controlled by radar.stations and some are con- 
trolled by power stations. Pay attention during your briefings and to all 
information you receive during a campaign to find out,which stations 
control which-alert zones. 


Radar stations put out'a range alert, which gives the enemy 
weapons an increased range. Power stations supply,an aim alert, 
which allows the enemy to’move their turrets electronically, instead of 
manually. Weapons on aim alert cannot be out-maneuvered. It's best 
just to-stay away-until you destroy the power station’supplying them. 


CHOOSING YOUR WEAPONS 


As you gaimexperience you will discover how much firepower ittakes 
to'take out certain enemy targets. It's important (especially in the latter 
campaigns whemammunition is at-a premium) to remember haw 
much firepower you need todestroy a given target. 


For example, alter completing Campaign #2 you should know that it 
takes one missile and twovhydras to destroy a ZSU tank. Accordingly, 
you should develop the habit of pressing (A) once then (B) twice when 
you need to destroy-a-ZSU in short order. Of course, in an alert zone 
you'll need a lot more firepower, but you shouldn't stray into alert 
zones, 


FOOLS RUSH IN 
You can save yourself a lot of heartache by checking the map_tfor the 
positions of the enemy's defenses before traveling. The map shows 
only the ground weapons newly introduced in each carmpaign, so in 
the latter campaigns you must be ready to face the unknown. 


The Weapons Appendix is a reference to the enemy's Major weapon- 
ao MY. The more information you have, the fewer surprises, you ll 
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encounter, and the bettal your charites 4 cating the want front 
cowardly tyrant.” 


hh EXPERT CHALLENGES - ‘~ 


If you finish the game and want_a fhe challenge, try Playing all. 
four.campaigns with Mr. D. as your’ copilot. 


Or try to accomplish all possible objectives in all four campaigns, such 
as rescuing all 15\MIAs in Campaign #1 or rescuing the EANN TV 
news. crew and flying them to the landing zone at the TV stationin 
Campaign #3. They will disembarkonly, at the TV station. 


> . *. 


In Alert Zones, the values of armor igus weapons po 
increased. 


CHAIN GUN: inflicts 3 points of damage Ww 

i ; a * \ Per etl he 
HYDRA: inflicts 25 points of damage i; Aticeet oae 
MISSILE: inflicts 100 points of damage 


sé carries 600 points of armor | 4% 
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ELECTRONIC ARTS LIMITED WARRANTY 

Flectronic Arts warrantsto the originalipurchaser of this ElectronicArts software product, that the 
medium on which this computer programs recorded is free from defects in materials and 
workmanship fora period of ninety (90) days from the date of purchase. This Electronic Arts 
software program is sold “as is,” without expressior implied warranty of any kind, and Electronic 
Arts is not liable for any losses. or damages’ol any kind resulting from use of this program. 
Electronic Arts agrees fora period ol'ninety (90) days to either repair or replace, at its option, 
free of charge, any Electronic.Arts. software product, pastaqe-paid, with proof of purchase, at the 
Electronic Arts Warranty Department. This warranty is not applicable-to-normal.wear and tear. 
This warranty shall not be applicable and shall be void if the defect inthe Electronic Arts salt 
ware product has arisen through abuse, unreasonable use, misir@atment or neglect 
LIMITATIONS — THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES:AND NO 
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OF 
OBLIGATE ELECTRONIC ARTS. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SGFT- 
WARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL ELECTHONIC ARTS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, 


i] 





Sagi ee ee 


hn 


=* TALH Ae eee are mK Me . Stisbt 


O8 CONSEQUENTIAL DAMABES RESULTING FROM POSSESSION, USE OR MAI FUNCT ES f 
THIS ELECTRONIC ARTS: SOFTWARE PRODUCT. | AY 
Some states do not allow. Jimitations.as.to how lpng an implied warranty lasts and/or exclu-) 
sions or limitations of incidental or cansequential damages so the above limitations and/on » 
exclusions of liability may nbhapply to you: This'warranty gives you specific fights, and yor 
may also have other rights which vary frdm. state to state, : «| 
AETURNS AFTER WARRANTY — To replace Wefective media after the nirtety (90) day war- \ a ) 
ranty Period has expired, send the original Game Pak to Electronic Arts’ address below. ry ¥ aN +, 
Enclose a statement of the defect, your name, your return address, and a check or maney = 
order for $30.00. . ¥ 
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% PO. Box 7578: mS Sila , | ~ Y' 
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NEED A HINT? CALL 
1-900-288-HINT 
1-900-288-4468 

24 Hours a day, 7 days a week! 
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